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57 ABSTRACT

An electronic system for integrating a user’s moving image
into a computer-generated pictorial environment, and allow-
ing the user to interact with the environment and objects
therein. The environment is rendered on a screen display in
a manner that simulates three dimensions, including respect
for occlusion relationships among the user and objects in the
environment. The resulting image, which changes as the
user gestures and interacts with the environment, is pro-
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